Fractals are complicated looking images that arise from simple algorithms. These images are generated by iterative execution of simple algorithims, at di erent scales. This property of being same at di erent levels is called selfsimilarity.
An implementation of fractal compression using Quad-tree encoding already exists 1 , and this project proposes to implement a suggested improvement to the algorithm by basing the partition of the quad-tree on the variance, rather than range match 1 . This would result in a reduction in the time required for coding the image, at the cost of extra storage space. An implementation of this improvement to the existing`C' code is proposed.
